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ABSTRACT

This project is about developing a 3D computer game which simulated Thai traditional
plays “Cork gun”. The game was designed by combining 3D blender and blender game engine. It
was programmed by python language. The program simulates all atmospheres like we are in the

temple fair while a player can play “Cork gun” by using a data glove device as a controller
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import GamelLogic

from ctypes import *

controller = GamelLogic. getCurrentController::
sceﬂe = GameLogic.getCurrentScene! )

objlList = scene.objects

model = objList{“0BCube’]

1ihe = wind11.pSd11

Tibe .PS_Init{}

number_g = 1ibe. P5 _GetCount:}

print‘n_g = = == ’ number_g

X = c_float{;

y =c_floati}

Z = ¢ f1oat<;

data_p = 1libc. PS _GetAbsolutePos{c_inti8:, byref(x), burefiy’, byrefi(z:;
pr1nt'data x =".%.value

print’‘data y =’,y.value

print‘data z =’,z.value

#1ibc .P5_GetHouseStickTinefc_inti{fA})

= c_float{}

=lc_float(}

= ic_floati)
atd_r = Tibc. PS _GetRotation{c_int(8), byrefir:, byrefie:, byrefia:}
rint‘data r =’,r.value

= ic_float{}
=c_float()
= c_f\oata}
= ¢c_float{ ; s
=1c f1oatv, = e T,
data_b = libc. PS GetF1ngﬂ§§ends=c int{@;, bgrefat}, bgraﬁﬁgziggyref(m}. byrefir), byrefip;:
print‘data t =’ t vajle ; e
print‘data i =
print’data [ =’yp<ka1ue
print’data r =
i print ‘data p p. va1ue {
¥ pos = mode] ggggos1tidﬁx} ; i
 model. setPo%foon- [ix%. yaf»ef!ﬂ?ixg.va!uezla‘ fv
8 actMove = controller ac uati tact1'y bt
_ set_rot= actMove. setQ5ﬂ%£§ .va’ be),xt.vdiﬂp},(
~ controller. act1vate-act oéa)

- Plibe.PS tlossf} :
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Player State Diagram
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from ctypes import *
import GameLogic
cont = GameLogic.getCurrentController()
own = cont.getOwner()
libc2 = windll.p5dll
=c_float()
i=c_float()
m = ¢_float()
r=c_float()
p = c_float()
data b = libc2.P5 GetFingerBends(c int(0), byref(t), byref(i), byreflm), byref(r),
byref(p))
print'data t =',t.value
print'data i =',i.value
print'data m =',m.value
print'data r =',r.value

print'data p =',p.value
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import Rasterizer

controller = GameLogic.getCurrentController()
player = controller.getOwner()

mouse = controller.getSensor("Mouse")

lookLeftRight = controller.getActuator("LookLeftRight")
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|

:lookUpDown = controller.getActuator("LookUpDown")
Ewidth = Rasterizer.getWindowWidth()

:height = Rasterizer.getWindowHeight()

; def mouseMove():
i x = width/2 - mouse.getXPosition()

‘, y = height/2 - mouse.getYPosition()

‘ if hasattr(player, 'mouselnit') == False:

i x=0

oy

g player.mouselnit = 1

i return (X, y)

imove = mouseMove()

'?sensitivity =0.0015

leftRight = move[0] * sensitivity

%upDown = move[1] * sensitivity

i)dnt leftRight

ilookLeftRight.setDRot( 0.0, 0.0, leftRight, False)
-;lookUpDown.setDRot( upDown, 0.0, 0.0, True)
bmeLogic.addActiveActuator(lookLeftRight, True)

|GarneLogic.addActiveActuator(lookUpDown, True)

|
‘;Rasterizer.setMousePosition(width/Z, height/2)
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4.1.4 mismmvesginsaigaietloudeyaiesmuamsindounvesiag

Move = cont.getActuator("Movement")
Speed = 0.09
FB=0
up =0
if m.value > 30:

FB = Speed
elif r.value > 30:

FB = -Speed
if isGrounded:

if jump.isPositive():

up = 150

Move.setDLoc(0.0, FB, 0.0, True)
Move.setForce(0.0,0.0,up, True)
GameLogic.addActiveActuator(Move, True)
GameLogic.setLogicTicRate(30)
GameLogic.setPhysicsTicRate(30)
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ﬁmuﬂilﬁ'%'mqmﬂ"luiﬂmﬂi:memﬂﬁaﬁﬁ"lﬂa’hwﬂ'w Tagoz 198183 Move.setDLoc(0.0, FB,
0.0, Truc)
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|
|
Eif GameLogic.firestart I= i.value and i.value > 30.0 and GameLogic.firestart < 30.0:
iprint "lookif'
:reload = cont.getSensor("reload").isPositive()
Eray = cont.getSensor("ray")
IP orce = cont.getActuator("Force")
gisFiring = False
Mmo = getattr(cont.getOwner(), "Ammo")
;Clips = getattr(cont.getOwner(), "Clips")
;if i.value > 30:
if Ammo > 0:
isFiring = True

! setattr(cont.getOwner(), "Ammo",Ammo - 1)

else:
§ if Clips > 0:
setattr(cont.getOwner(), "Clips",Clips - 1)
[ setattr(cont.getOwner(), "Ammo",10)
‘ if reload:

if Clips > 0:
setattr(cont.getOwner(), "Clips", Clips - 1)

setattr(cont.getOwner(), "Ammo", 10)
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if ray.isPositive():
OBIJECT = ray.getHitObject()
if i.value > 30:
pos = ray.getHitPosition()
GameLogic.addActiveActuator(Force, True)
bullet = Force.getLastCreatedObject()
bullet.setPosition(pos)

GameLogic.firestart = i.value
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